SHEEPSHEAD

low cards in the suit that he calls, he places any card face
down on the table. This is known as calling a partner "un-
known." This unknown card must not be played until the
suit of the called ace is opened, when it must be exposed at
the end of the trick. It may be led by the caller face down as
a card of the called suit. A caller may not discard a low
card in order to be able to call an ace unknown.

If all pass, least is played. Players try to avoid taking any          5

counting cards. The blind is not included with the winning   Least
of the last trick.

The rules for play given for the three-handed game apply
with these additions:                     '                                     The Play

a. When the suit of the called ace is first led, the ace
must be played to that trick.

6. The player who undertakes to win game alone or with
partner takes the blind and discards any 2 cards in its
place; the discards count for him at the end.

c. The discards must be shown upon demand to any
opponent to prove that a suit card was not laid away in
order to call an ace unknown. The called ace must be held
until its suit is opened.

Chips are used.

The lone player collects 1 chip from each opponent if he VMen P/ay
wins game, 2 for Schneider and 3 for schwarz. He pays out ing Alone
a like amount if unsuccessful.

If player's side makes a game, each opponent pays 1   Wfcen
chip, player taking 2 and partner 1. Schneider doubles this   Calling a
amount, and schwarz triples it.                                           Partner

If player's side fails to make game, each opponent wins
a chip, player paying 2 of them and partner 1. Schneider
doubles the amount, and schwarz triples it.

In least the player who takes the fewest points wins a  ,/n least
chip from each other player. In case of a tie for low, the
tied players cut to determine the winner, high cut winning.
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